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- GETTItlG STOIRTED 


Right side view 



Front view 


Disc cover DC OUT connectors 



connector 


Set up your PSP® (PlayStation®Portable) system according to the 
instructions in the manual supplied with the system. Turn the system on. 
The power indicator lights up in green and the home menu is displayed. 
Press the OPEN latch to open the disc cover. INSERT Death, |r. 2: 

Root of Evil disc with the label facing away from the system, slide until 
fully inserted and dose the disc cover. From the PSP® system's home 
menu, select the Game icon and then the UMD icon. A thumbnail for the 
software is displayed. Select the thumbnail and press the © button of the 
PSP® to start the software. Follow the on-screen instructions and refer to 
this manual for information on using the software. 


NOTICE: Do not eject a UMD™ while it is playing. 

Memory Stick Duo™ 

Warning! Keep Memory Stick Duo media out of reach of small children, as the 
media could be swallowed by accident. 

To save game settings and progress, insert a Memory Stick Duo into the 
memory stick slot of your PSP. You can load saved game data from the same 
memory stick or any Memory Stick Duo containing previously saved games. 
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STCRTItlG UP" 


PSP® (PlayStation®Portable) system configuration 


L button LCD screen R button 































cotrrsoi/Basic ofemtiois 

In Menu 


© button.Accept/Next screen 

® button.Cancel/Previous screen 


In Game 

Analog Stick.Move DJ/Pandora 

Directional buttons.Select weapons using single 8. double taps 

© button.lump 

® button.Switch to guns, fire currently selected weapon 

® button.Activate, swing Scythe/Whip 

© button * Analog Stick.Dodge 



.Rotate camera 

.Rotate camera 

... Enter/Exit side stepping mode 
. Camera free look mode using the 
analog stick 


COftlBaT 

Camera 

Weapons 

Using weapons in the game is easy. 

Just press the ® button and DJ or 
Pandora fires the currently-selected 
weapon. If you continue to hold the 
® button down, DJ or Pandora will fire 
continuously at a slower rate. 

Selecting a weapon 
To choose a weapon, tap one of the directional buttons. The weapon that’s 
selected depends on whether you do a single or double tap. DJ 8. Pandora can 
have up to eight ranged weapons available in their inventory. 

If you select a weapon for which you have no ammo, it won’t fire. Duh! 
Weapon Select: Directional Buttons 



Down - C4 Hamster 


Pandora 

Up-Tommy Gun 
Right-Flamethrower 
Left - Freeze Gun 
Down - Shiny Sparklies 


;Mine 


Shooting 

DJ and Pandora fire their ranged 
weapons by pressing the ® button. 

A green targeting reticle appears 
onscreen and the inner circle turns red 
when an enemy is targeted and within 
range. The weapon always fires at the 
target reticle. The reticle automatically 
moves over appropriate targets in front of you. Depending on the weapon, this 
aiming assist has different range and accuracy. 

Lob weapons such as the Flaming TP Thrower have ground reticles. Once a 
lobbed weapon is selected, press and hold the ® button to aim. A ground 
reticle appears that the user can use to aim using the analog stick. Once the 
desired target is highlighted, release the ® button to fire the weapon at 
the target. 

D)’s Scythe 8c 
Pandora’s Whip 

DJ’s scythe and Pandora’s whip are 
versatile weapons not only great for 
platforming but also for taking down 
enemies. There are a few basic 
combinations that DJ 8^ Pandora start off 
with and several to be learned to increase 
the damage and area effect of their melee attacks. 

Moves 

Death, Jr. and Pandora have a variety of moves they can use to help navigate 
through the world: 




Particularly Small Ham 
Nimble Monkey Bone 
Safety First 
Bag o’ Ninjas 
Grounded Goofy Foot 


® button + ® button 

® button + ® button + ® button 

® button + (hold) ® button 

® button + ® button + (hold) ® button 

® button + © button 

® button + ® button + © button 

Reverse Jump + ® button 


Condescending Glance 
Left Handed Sugar and Spice 
After School Special 
Band Cramp 

720 Incontinent Grandma 
Tofu Lunchbox 
Unresolved Childhood Issues 


® button + ® button 

® button + ® button + ® button 

® button + (hold) ® button 

® button + ® button + (hold) ® button 

® button + © button 

® button + ® button + © button 

Reverse Jump + ® button 
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DJ fk Pandora have a variety of basic and learnable moves they can use to help 
navigate through the world: 



Balance Beams 

DJ and Pandora both have the ability to walk across fallen logs and beams. 
Balancing can be tricky, be ready to push the analog stick in the opposite 
direction that the player is leaning if they lose their balance. Pandora has a 
special forward flip that allows her to travel much faster across balance beams 
by pressing the ® button. 

Reverse jump 

Press the analog stick to run in one direction, and then quickly move the stick 
in the opposite direction. While DJ or Pandora is sliding, press the © button 
to reverse jump. 

Hover jump 

Press the © button to Jump, and then press it again while in the air and DJ or 
Pandora enters a hover Jump. Hold the © button down to continually hover 
Jump. You can also use Hover Jumps to grab rafters, hooks, and wires. 
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chute and press the © button to jum 

Rafter Swing 

Press the © button to Jump and then 
press the ® button to have DJ latch 
onto the rafter. DJ will then 
automatically swing forward and off 
the rafter. Pandora has a slightly 
different approach to rafter swinging 
and must press the © button to ]um| 
off the rafter. 

Hook Swing 

Press the © button to jump and then 
press the ® button to have the DJ or 
Pandora latch onto a hook. They swing 

pushed. While on a hook, you can 
adjust DJ’s or Pandora’s orientation 
using the analog stick. They must time 
their release carefully when Jumping 
from hook to hook so that their 

es them forward to 
xt hook or else they’ll fall 

sn fly off backwards! 
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Wire Slide 

Press the © button to jump and then 
press the ® button to have DJ or 
Pandora latch onto a wire and begin 
riding the wire. Press the © button 
to disengage with the wire. Sliding 
into objects will knock DJ or Pandora 
off the wire. 

Scythe/Whip Hop 

Press the ® button as DJ or Pandora 
is heading toward the ground after a 
Jump or when falling. If you time it so 
that the blade of the Scythe or end of 
the whip hits the ground before DJ or 
Pandora, they are launched back up 
into the air. 

Ledge Grab 

Press the ® button while jumping 
towards a ledge. If the Scythe or Whip 
hooks the ledge, DJ or Pandora is 
catapulted to the top of the ledge. 


Fictmc THE GOlfTIE 

Overview 

You can play as either DJ or Pandora in 
single player mode or together with a 
friend in Ad-Hoc Wireless Co-Operative 
Mode. There are three options available 
from the Main Menu: 

New Game 

Select New Game to start a new single player game. 

Choose Player 

Choose to play as either Death ]r. or as Pandora. 

Difficulty Select 
There are four levels of difficulty 
and as the difficulty levels 
increase, the enemy attacks 
increase in frequency and become 
more accurate, the enemies will 
take less damage and their 
projectile velocity increases. The default difficulty is HEALTHY, and as 
the difficulty increases the number of attackers that will attack the player 
simultaneously will increase. 

Load Game 

This allows you to select a previously saved game to Load. 

Multiplayer 

Allows you to create, Join or load a 
previously saved multiplayer game. The 
multiplayer lobby is limited to 6 Joinable 
games at a time. 

New Game 

Allows the player to host a new game. The host selects the player 
character and the difficulty level for the game. Once a game is created, 
the host must wait for someone to Join his game. 

Load Game 

Allows you to select a saved multiplayer game to host. Once the game has 
been selected, the host must wait until someone joins the game to begin. 

Join Game 

Allows the player to Join a hosted game. Once Join game is chosen, 
the first game in the lobby menu is highlighted. Select the game with 
the directional buttons you’d like to Join and press the © button. 

The host's player is indicated by a DJ or Pandora icon next to their 
PSP™ nickname. 

The Forest 

This is where the game starts. DJ 8^ gang are out in the woods for a science 
project to collect cocoons. Eveiyone but DJ and Pandora have found cocoons 
and they’re both in danger of receiving an ‘F if they can't find one. The player 
starts off along a forest path where DJ 8- the gang are gathered. Several 
tutorial messages appear to guide DJ and Pandora on their way. 
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Energy Meter 


THE GOftlE SCREEtl 



Health Meter 


DJ and Pandora's health is shown in green inside 
the meter. When DJ takes a hit, his health goes 
down. Recently taken damage is indicated in gray 
briefly before it disappears. When DJ or Pandora’s 
health meter is empty, they die and must either 
select CONTINUE to restart at the last checkpoint, 
RESTART LEVEL to restart the level from the 
beginning, or QUIT to return to the main menu. 


Current Weapon/ 
Ammo Level 
Energy Counter 


Your weapon icon and ammunition bar are 
displayed on the lower left of the screen. 

Your current energy is shown in a counter on the 
upper right of the screen. Use energy to purchase 
weapon upgrades, ammunition and melee combos. 


Player Arrow When the other player is off-screen, a red arrow 

(Multiplayer Only) appears and player icon appears on the side of the 

screen pointing in the direction where the other 
player is located. The red arrow will blink when the 
other player is about to be teleported to you. 


Syringe Slot 


When a player has a syringe filled with weed killer 
in his inventory, the syringe icon will appear on the 
right side of the screen to indicate what he’s carrying. 


Root Doors 

Throughout the levels, there are root 
barriers to block DJ 8^ Pandora's 
progress. They have to find a syringe 
filled with weed killer to inject into the 
root in order to proceed further into the 
level. Once DJ or Pandora has the 
syringe, approach the root and press 
the ® button to use it. 

Weed Killer Syringes 
in order to progress past root barriers, 

DJ 8. Pandora need to collect syringes 
filled with weed killer. These will either 
be hidden in secret areas or enemies 
will drop them when defeated. 

Weapon Parts 
As DJ 8^ Pandora progress through the levels, they may discover Weapon Parts. 
These weapon parts are components that Smith and Weston can put together to 
form weapons. Sometimes these weapon parts will be out in the open for DJ or 
Pandora to stumble upon, other times they’ll be in hidden areas off the main path. 









THE LAB 



Smith 8. Weston have set up upgrade labs throughout your travels. Each level 
contains several upgrade labs where melee moves can be purchased, weapons 
can be constructed, upgraded, and ammunition purchased with collected 
energy. Approach the lab and press the ® button to enter it. Once inside the 
following upgrades are available to the player: 

Smith Ik. Weston can construct weapons 
out of the weapon parts you’ve 
collected, keep track of your weapon 
parts, and even upgrade your weapons! 
The currently selected weapon in the lab. 
is shown along with the directional 
buttons used to equip it in-game. You 
can toggle between the weapons in the 
lab using the ■■ and KB buttons. Your current energy is listed in the 
bottom-right corner of the screen. 

The weapon parts needed to assemble the current weapon are listed on a 
memo paper on the top right of the screen. When D] has collected a weapon 
part, a check mark will appear next to it. When all the weapon parts required 
for a weapon have been acquired, press the ® button to have Smith 8. Weston 
assemble it. 

Press the ® button to purchase ammunition for the currently selected weapon. 
Once Smith 8. Weston have assembled a weapon, a new option to upgrade 
the weapon will appear. Highlight the upgradeable weapon and look for the 
weapon parts necessary to assemble it. 


Weapons 




The Melee combo names and upgrade 
costs are shown on the top-right corner 
of the screen and can be scrolled 
through using the ■■ and El 
buttons. Their description is shown on a 
memo on the bottom-left portion of the 
screen. To purchase an upgrade or 
combo, select the desired skill and 
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Ammo Chests 

As D| and Pandora progress through the 
game, they’ll find ammo chests. D| or 
Pandora can break open the ammo chests 
with their melee or ranged weapons to 
collect the ammunition. 

The ammo will replenish whichever 
weapon needs it the most with it leaning 
toward the currently equipped weapon. 

Health Orbs 

As D| and Pandora progress through the game, 
they’ll find Health orbs either by killing enemies or 
that are placed in the environment. These look like 
green floating balls. When DJ or Pandora collects 
them, they’ll replenish their health. If their health is 
maxed out, they cannot pick up the health orbs. 
Energy Orbs 

As DJ or Pandora progresses through the game, 
they’ll find Energy orbs either by killing enemies, in 
difficult platforming areas, or discovering them in 
hidden locations. These look like yellow floating 
balls. When DJ or Pandora collects them, they 
increase their energy counter located on the top 
right of the game play screen. 
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DJ’s Weapons 

Along with the Scythe, these are the i 
created for DJ. 



These are DJ’s basic weapons. You can 
either hold the ® button down to fire at a 
constant rate or tap the ® button quickly 
to fire faster. They’re good for weaker 
enemies, but they lose accuracy at long 
distances and don’t deal much damage. 



Flaming TP Launcher 

Throws a flaming roll of TP that explodes 
in a ball of flame when it strikes an enemy 
(setting them on fire if it doesn’t kill them.) 


I weapons that have been specially 



Frozen enemies become brittle and can be 
shattered. It is a short range weapon that 
fires continuously as long as the firing 
button is pressed and there is ammo. 



This is a hamster with a butter-stick-sized 
slab of C4 attached to its back. The hamster 
is tossed on the ground where it seeks out 






Pandora’s Weapons 

Pandora’s Whip is her primary weapon, but she has her own arsenal of ranged 
weapons at her disposal as well. 



This is Pandora’s basic ranged weapon. 

quickly to fire faster. It has a moderate 
range and a high rate of fire, but is less 
accurate than DJ’s pistols and is well suited 



The Flamethrower is a continuous fire 
weapon - it fires a steady spray of flame 
for as long as the player holds the <§) 
button. Enemies can become lit on fire as 
well for extra damage. 



Lobs giant balls of ice at enemies that explode 
on contact and cause area effect damage. 



Shiny Sparklies 

These small canisters are thrown at the 
enemy, and then play the latest trashy 
pop music. This is sure to drive any monster 
bonkers, and cause them to run towards the 
canister to destroy it. Lucidly S8,W added a 
large explosive device that will detonate 
shortly after it is thrown. That device will 
explode the pop music-player (whew!) 
along with any nearby enemies. 


Other Ranged Weapons 

These are ranged weapons that Smith K Weston have created that both DJ and 
Pandora can utilize. 


Shotgun 

Same as the Shotgun in DJI - it shoots ; 
cone of heavy damage with significant 
knockback effect at short range. This 
makes it effective against almost all 
enemies as long as they're fairly close. 



Powerful at all ranges. It takes a bit of 


One of SLWs more shocking inventions. 
This gun harnesses the static electricity in 
the air to generate bolts of lightning that 
can be fired over great distances. 



Proximity Gas Mine 

Drop a gas mine that’s activated when 
pesky enemies come near. Great for 
setting up ambushes or while you’re on 
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The Seep 

The Seep’s an armless, legless, foreign 
exchange student in a Jar. He may not 
have the best attitude, but keeping 
your chin up isn’t always easy when 
you live in a vat! 



Dead Guppy 

Dead guppy is the wild one of the 
bunch. Like James Dean, he doesn't 
need anything specific to rebel 
against, so long as he can rebel. 
He’s a fighter and a lover. And, 
oh yeah, he’s dead! 
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savitiG x imoitiG 

You must have a Memoiy Stick Duo™ to save the game. When you first start 
the game, you have the opportunity to load a saved game. Simply choose 
Load Game from the start menu and select one of the save slots on the 
Memory Stick. To save anytime, choose Save Game from the Pause menu and 
then choose a slot to save your game to. 

Saving the game saves energy, health, as well as weapons, collected weapon 
parts, and your current progress in the level. Your exact position inside the 
level is not saved and you will be placed at the last checkpoint you've reached 
in the level when loading the saved game. 


FGtllSE fTIHTU 

The Pause menu is your friend. Press the 
START button while in-game to pause 
the game and access the Pause Menu. 

From there you can replay levels or 
gameplay sections, access the gameplay 
options and save your game. 

Continue 

Exits the pause menu and returns to 
game-play. 

Game Options 

Adjust Audio / Video, Camera / Controls, and Adjust Difficulty Settings. 

Restart At Checkpoint 

Player is restored with full health to the last cleared checkpoint in the level. 

Restart Level 

The player is returned to the start of the level with all his player progression 
information intact, similar to selecting SELECT LEVEL during a level. (Any 
weapon pieces or energy collected will be retained.) 

Save Data 

Brings up menu options to save the game or delete save data. You must have at 
least 384 KB free space on your Memoiy Stick™ in order to save data. 

Save Game 

This allows you to save your current game progress. The data that is saved is 
the state of the game at the last checkpoint that was reached. This data 
includes information about the world (whether doors are open, whether 
enemies are dead, whether collectibles have been gathered, etc), plus the 
player’s progression information (ammo, weapon pieces, energy, etc). 

Delete Save Data 

This allows you to delete save data from your Memory Stick™. 

Select Level 

Brings up a level select menu where the user can go back and visit all 
previously played levels to find weapon parts or gain more energy. 

Quit 

Ends the current game and returns the user back to the main menu. 
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OPTIOHS fTlHTU 

From the Pause screen, you can access 
the Game Options menu, where you can 
set the following options: 

Audio / Video 

Music Volume: 0-10 (Default: 5) 

Adjusts the in-game music volume. 

Voice Volume: 0-10 (Default: 5) 

Adjusts the in-game character voice volume. 

SEX Volume: 0-10 (Default: 5) 

Adjusts the volume for the sound effects for combat and ambient noises. 

Brightness: 0-10 (Default: 5) 

Adjusts the High Dynamic Range Brightness values. 

Reset to Default 

Returns all the settings to their default values. 

Came ra & . C ontro ls 

Swap ■■ And KB : Off / On 

Off causes the camera to rotate to the right when the R Button is pressed. 
On causes the camera to rotate to the left when the R Button is pressed. 

Invert Aiming: Off / On 

Off causes the free-Iook camera to move up when the analog stick is moved up. 
On causes the free-Iook camera to move down when the analog stick is 
moved up. 

Reset to Default 

Returns all the settings to their default values. 

Adjust Difficulty 

The current difficulty setting is highlighted and the player can adjust the 
setting. See Difficulty Select on Page 8. 

CREDITS 






CONSUMER SUPPORT 



Become a KDNAMI INSIDER 


www.konami.com/gs/to be automatically entered in a 
monthly drawing to win FREE games and receive 
exclusive game play tips and product news! 


WARRANTY 



THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR 
OBLIGATE KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS 
SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY 
(90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL KONAMI BE 
LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI 
PRODUCT. 



NetBSD 


NetBSD Foundation, Inc. and its contributors. For a complete list of contributors please 
see http://www.scei.co.jp/psp-license/pspnet.txt 


















